DRAXOLOTL 


raxolotls tend to be fair tempered and curious in nature, though they can get upset and throw tantrums over 
seemingly innocuous incidents. Depending on the personality of the draxolotl, this tantrum could be anything from 
pouting and refusing to leave their underwater cave lair for years on end to full on aggression towards anything 
unfortunate enough to cross its path. 


WN A draxolotl shares the desire to hoard treasure with many of its draconic kin. However, there is one key difference: a 
draxolotl sees great value in any object from the surface, but sees no advantage to having more than one of the same 
object. To have a coin would be wonderful, but a pile of coins just seems messy. Many ship captains will take advantage of this trait 
and carry a slew of mundane objects on their vessel on the chance they come across a draxolotl They will barter for protection or 
passage through the draxolotl’s territories. A clever individual may be able to convince a draxolotl that one object is somehow 
different from another object of the 
same type, for example by stressing 
the difference between a fork with 4 
prongs and a fork with 3. After all, 
a fork with only 3 prongs isa 
trident — completely different. 


One species not often found 
near a draxolotl’s lair are 
whales. To a draxolotl, 
whale blubber is the 
most high quality 
delicacy imaginable. 
They will hunt down 
and consume any 
whales that come 
anywhere near their 
territories. A whale 
carcass is always an 
acceptable tribute to a draxolotl. 
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DRAXOLOTL 


Gargantuan dragon (aquatic), neutral 


Armor Class 18 (natural armor) 
Hit Points 297 (18d20 + 108) 
Speed 30 ft., swim 70 ft. 


STR DEX CON INT WIS CHA 
27 (48) 205) 22 G6) 121) 14.42) 1442) 


Saving Throws Str +14, Wis +8, Cha+8 

Skills Perception +14 

Damage Resistances bludgeoning, piercing, and 
slashing from nonmagical attacks 

Condition Immunities frightened 

Senses blindsight 60 ft., darkvision 120 ft., passive 
Perception 24 

Languages Aquan, Draconic 

Challenge 20 (25,000 XP) 

—EEEe———————————————— 

Amphibious. The draxolotl can breathe air and water. 


Regeneration. The draxolotl regains 15 hit points at the 
start of its turn if it has at least 1 hit point. The 
draxolotl is able to fully regenerate lost body parts over 
a period of months. 


Actions 


Multiattack. The draxolotl makes three attacks: one with 


its bite and two with its claws. It can make one tail 
attack in place of its two claw attacks. 


Bite. Melee Weapon Attack: +13 to hit, reach 15 ft., 
one target. Hit: 26 (3d12 + 7) piercing damage. 


Claw. Melee Weapon Attack: +13 to hit, reach 10 ft., 
one target. Hit: 16 (2d8 + 7) slashing damage. 


Tail. Melee Weapon Attack: +13 to hit, reach 15 ft., one 
target. Hit: 26 (3d12 + 7) bludgeoning damage. If the 
target is a creature, it must succeed on a DC 20 
Strength saving throw or be pushed up to 10 feet away 
from the draxolotl and knocked prone. 


Water Jet (Recharge 5-6). The draxolotl exhales a jet of 
water in a 60-foot line that is 10 feet wide. Each 
creature in that line must make a DC 20 Dexterity 
saving throw, taking 52 (8d12) bludgeoning damage 
on a failed save and is pushed to the end of the 60 ft 
line. A creature that collides with a solid object during 
this movement takes an additional dé bludgeoning 
damage for every 5 ft travelled. A creature that 
succeeds the saving throw takes half as much damage 
and is not pushed. 


Vacuum (Recharge 5-6). While under water, the 
draxolotl inhales a large volume of water. Any huge or 
smaller creature within a 60 ft cone must make a DC 
20 Strength saving throw or be pulled 20 ft. The 
draxolotl can use its bite attack against any creature 
that is pulled within 15 ft of the draxolotl with this 
ability as a free action. If the attack hits, the target is 
swallowed. The swallowed target is blinded and 
restrained, it has total cover against attacks and other 
effects outside the draxolotl, and it takes 20 (3d12) 
acid damage at the start of each of the draxolotl's 
turns. The draxolotl can have only three target 
swallowed at a time. 

A swallowed creature can attempt a DC 25 Strength 
saving throw to escape from the draxolotl. On a 
success the swallowed creature exits the draxolotl 
prone and within 5 ft of the draxolotl. 

If the draxolotl dies, a swallowed creature is no 
longer restrained by it and can escape from the corpse 
using 5 feet of movement, exiting prone. 

The use of this action automatically recharges the 
water jet action. 


